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AUTHOR'S NOTE 

The stuff said here isn't representitive of all 
campaigns in the multiverse of Dungeons & 
Dragons. make sure to ask your DM before using 
anything in this document. 


a es 


A RACE DIVIDED 
T 


Tieflings come in many forms accross the 
multiverse. Not all were born from fiendish blood 
some were created through the deals that a mortal 
makes with a fiendish creature of high enough 
power. Known as a "Faustian Deal". When a tiefling 
is created this way it cannot be reversed without 
the use of divine intervention or a wish spell. 
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WHAT IS A "FAUSTIAN DEAL" 
OO ———————————— O 


To put it simply a "Faustian Deal" is any deal a 
mortal makes with a being that would be 
considered a Fiend. Or in rare cases aberrations the 
faustian deals with aberration do not result in 
tieflings. 
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How PEOPLE VIEW [IEFLINGS 
EEE 


Tieflings are generally Orphaned because of how 
they look or because of thier heritidge. The ones 
that are created willingly through a deal between 2 
parties are typically outcasted in civilization. 
Especially in the more religious areas of the 
multiverse. This isn't true everywhere however. 
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BECOMING A TIEFLING 
CO T 


Any player can become a tiefling by making a deal 
with a demon,devil or yugoloth over the course of 
a campaign. If a player wishes to become a tiefling 
this way there racial traits become that of a custom 
bloodline tiefling. A character may retain aspects of 
thier former race pre to making the deal such as 
the way they look with a few minor changes to 
accommodate the new abilities the new look is 
usually representative of the fiend they made a deal 
with. This is usually represented by taking levels in 
the Warlock Class from the Player's Handbook. 
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CUSTOM BLOODLINE 
TIEFLING ORIGIN 
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TIEFLING OPTIONS 


Tieflings can come in all Shapes and sizes because 
of their varied histories and backgrounds. Roll on 
the tiefling ability table appearance table if you 
would like to have a unique appearance for your 
next tiefling character. These options are inspired 
from Planescape in AD&D 2e in The Planewalker's 
Handbook, TSR2620. There are some slight 
changes made for 5e to better fit the game. For 
example | changed the traits from being lumped 
into 1 singular group on ad100 table into separate 
tables for ease. You can roll on the tables or just 
pick whatever traits suit your interests. You can do 
this with the traits tables but, not the side effects 
table. 


Horns AND SPIKES 
D8 Horns 
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SK 


Small horns on the forehead 

Twin horns that a on the sides of the head 
1 large horn on the forehead 

Spiny ridge on your back 

Spiny ridges all over your body 
Antlers/Antenna 

No horns 


Fins on the body and gills 


IN TONE 
D10 Skin Tone 


Yellow 


— 


Green 

Blue 

Purple 

Red 

Any human skin Tone 
Vitiligo 

Albino 

Pink 

Orange 
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HAIR 
D4 Hair Colour 


1 
2 
3 
4 


Any Natural Human Hair Colour 
Blue 
Pink 


Multi coloured or Rainbow 


SKIN 


TYPE 


D6 Skin Type 


1 Humanoid:Your skin looks and feels like a human. 
Possbly despite it's colour 


2 Scaled: Your skin either is fully scaled or has pieces of 
scales on various parts of the body 


3 Slimey: Your skin appears to have a stickiness similar 
to Oozes 


4 Clownspace: Your skin looks like that of painted skin 
similar to Space clowns in the Astral Sea 


5 lightly Furry:You're covered in short fur 


6 Shaggy:You're covered in Long fur all over your body 


EARS 
D4 Ear Type 
1 Human 
2 Short & pointy 
3 Long & Pointy 
4 Animal Ears,Wolf,Cat etc 
TONGUES 
D4 Tongue Style 
1 Human Tongue 
2 Forked Tongue 
3 Long Tongue Like an anteater 
4 Catlike Tongue 
EYES 
D4 Eye Style 
1 Pupiless (Singular Colour) 
2 Lizard/Draconic Eyes 
3 Feline Eyes 
4 Human eyes 


D4 Teeth Type Spellcasting Legacy.When you select this race you can select 


One cantrip, One 1st level spell and one 2nd level spell from 


Polistes the options below. The spells you choose function as such: 
2 Human You know the (__) cantrip. Once you reach 3rd level, you can 
3 Fangs or vampiric teeth cast the (1st Level spell) once as a 2nd-level spell. Once you 
4 Carnivorus Sharp Teeth reach 5th level, you can also cast the (2nd level spell) spell 


once. You must finish a long rest to cast these spells again in 


TAILS this way. Charisma, Intelligence Or Wisdom is your spellcasting 
D8 Tail Type modifier for these spells. Varied Resistance. Tieflings Come 
No tail from all the Lower outer planes allowing them to have a 
2 Tuffed lion-like tail resistance to damage associated with the plane they’re born 
from. You can choose to keep the basic fire resistance or 
3 Bird Tail i ; 
choose a resistance from the options below once you choose 
4 Forked Tail anew resistance it replaces the old one.The resistance is 
5 Lizard tail different then a characteristic. Varied Histories. Your body has 
6 Dog or Cat tail been altered with fiendish characteristics from your bloodline. 
7 Scorpion Tail that when you make an unarmed skrike You choose one characteristic now and one at 5th level 10th 
with it the tail deals 1d4 poison damage on a hit + str and finally another at 15th level. You roll a side effect from the 
modifier Piercing side effects table at 5th 10th & 15th level. (Reroll duplicates.) 
8 Fish Tail 


MISCELLANEOUS Bopy TABLE 
D10 Body Traits 


1 Each of your hands has 5 fingers and a thumb 
instead of 4 and a thumb 


2 Your hands have 2 fingers and a Thumb 


3 Your Legs are that of a centaur and you have a 
tiefling upper half similar to an armanite. 


4 Your legs are that of a satyr and are covered in fur 
with hooves at their ends 


5 Your fingernails are naturally an unusual colour such 
as Black or Red 


You have no hair on your body 


Your skin malts like a lizard or snake every few 
weeks. 


8 If you have rolled for/ chose to have a tail you have a 
second identical tail. 


9 Your hands are backwards. 


10 Your Legs are bird-like similar to Owls or Ravens. 


CUSTOM BLOODLINE TIEFLING FEATURES: 
Size. You are Medium or small.(You choose when you select 
this race.) 

Creature type. You are Humanoid, and you also count as a 
fiend by spells and effects that sense fiends.You also count as 
a tiefling for any prequisite that requires you to be a tiefling. 

Ability score increases. You can increase 1 score by 2 and 
another by 1 or you can increase 3 scores by 1. 

Darkvision.You can see in dim light within 60 feet of you as 
if it were bright light, and in darkness as if it were dim light. 
You can't discern colour in darkness, only shades of grey. 


VARIED HISTORY TRAITS 


BEGINING ABILITIES: 
Level 1 


Shambler's 
resistance 


You have resistance to Lightning Damage 


Hypothermic You have resistance to Cold damage 


resistance 
Acidic You have resistance to Acid damage 
resistance 
Deadly You have Resistance to Necrotic Damage 
resistance 
Hellish You have resistance to fire damage 
Resistance 
Hellish You have advantage against saves against 
Fortitude the poisoned condition. 
Deal Maker You have proficiency in the deception skill 
Devil's Sight You can see normally in magical darkness 


Keen senses You have proficiency in the perception 


skill. 


AWAKENING FIENDISH POWER 


Level 5 
Damning You sprout wings & have a Flight Speed = To 
Flight your Walking Speed and you can't fly in heavy 
armour. 
Spider You have a climbing speed = to your walking 
Climb speed 


Demons of You have a swim speed equal to your walking 
the River speed and you can breathe underwater 
Styx 
Magic You have advantage against saving throws 
Resistance against spells 


BASK IN FIENDISH GLORY 
Level 10 


Speed 
Demon 


Your speed increases by 20ft 


Quick Run You can dash or dodge as a bonus action 


Impish You can assume the form of a Raven,spider 

Shapechange or rat as an action. Your Int,Wis, Cha are 
unaffected. You can stay in these 
transformations for an amount of hours = to 
your proficency bonus. You can use this 
feature an amount of times = to your 
proficency bonus. You regain all uses on a 
Short or long rest. You revert to your true 
form if you die and you can end the 
transformation willingly as a bonus action. 


Superior Your darkvision increases to 120ft 


Darkvision 


OVERDRIVEN FIENDISH POWER 


Level 15 
Deadly No You gain immunity to necrotic damage & if 
More you get hit with Necrotic you heal the 
amount of damage back Prerequisite: 
Resistance to Necrotic Damage 
Acidic You gain immunity to Acid damage & if you 
Masochism get hit with acid you heal the amount of 
damage back Prerequisite: Resistance to 
acid damage 
Bask inthe You gain immunity to fire damage & if you 
fires of Hell get hit with fire you heal the amount back. 
Prerequisite: Resistance to fire damage 
Hel freezes You gain immunity to cold damage & if you 
over get hit with cold you heal the amount back 
Prerequisite: Resistance to cold damage 
Shambling You gain immunity to lighting damage and 
Immunity heal the amount back. Prerequsite: 


Resistance to lighting damage 


Regeneration You regain 10 hit points at the start of your 
turn. If you take damage from a silvere 
weapon or a spell, this trait doesn't function 
at the start of the next turn. you can use this 
trait an amount of times = to your 
proficency bonus and you regain all 
expended uses on a short or long rest. 


Tongue Of 
The 
Watchers 


Eyes Of The 
Watchers 


You gain telepathy to a range of 60ft 


You gain truesight to a range of 6Oft 


RACIAL SPELL CHOICES: | 
LEVEL O SPELLS 


Cantrips 
Devilish You know the Thaumaturgy cantrip 
Bane Of Ice You know the Ray Of Frost cantrip 


Heart Of Nature You know the Druidcraft cantrip 
Miraculous Fixit You know the Mending cantrip 
Flame Touched You know the Firebolt cantrip 


Spectral Hand You know the Mage Hand cantrip. 


LEVEL 1 SPELLS 
Level 1 


Understand Thy Foe or You can cast the Comprehend 
friend languages spell 


Advanced Disguise Kit You can cast the Disguise Self spell 


Mind Reader You can cast the Detect Thoughts 
spell 
Touch Of Asmodeus You can cast the Hellish Rebuke 
Spell 
Armour Of Levistus You can cast the Armour of 
Agathys spell 
Sickness Of Baalzebul You can cast the Ray of Sickness 
spell 
Protection of You can cast the Shield spell 
Morkarun 
Weeds Of the You can cast the Entangle spell 


Primordial Fury 


Sense Thy Opponents You can cast the Detect Evil/Good 


Spell 
LEVEL 2 SPELLS 
2nd Level 
Darkness of Hell You can cast the Darkness Spell 
Hide 'N' Seek You can cast the Invisibiliy Spell 


You can cast the Crown Of 
Maddness Spell 


Explosion of Falling You can cast the Pyrotechnics spell. 
stars 


Crown of Stolas 


Spikes Of Nature 


Morkarun's 
Displacement 


You can cast the Spike Growth spell. 
You can cast the Mirror Image spell 


TIEFLING SIDE EFFECTS TABLE Žž  ěăěč  ěć 
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Gaining the benefits of special racial abilities isn't 
without it's side effects. Some are positive and 
some are negative. these side effects will never 
cripple your character. 
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01-10 
Smells of 
Arson 


11-15 
Smells of 
Hell 


16-20 
Smells of 
the dead 


21-25 
Exuding 
Brimstone 


26-30 
Vampiric 
31-33 
Clown's 
Shoes 


34-40 Oh 
No! My 
Weakness! 
41-45 
Uneasy 
Presence 


46-50 
Devilish 
History 


51-60 
Demonic 
History 


61-65 


An ashy odour surrounds your body giving 
you disadvantage on persuasion checks 


A sulphurous odour surrounds your body 
giving you disadvantage on deception 


A rotting odour surrounds your body giving 
disadvantage on performance 


Your Skin exudes ashy grit causing you 
disadvantage on sleight of hand checks 


Your body casts no shadow and/or Your body 
has no reflection in reflective surfaces 


Your feet squeek when you walk giving you 
disadvantage on stealth checks. 


You are vulnerable to a damage type of the 
DM's choosing that you are not resistant too. 


Your presence causes unease in animals 


You have advantage on history checks related 
to devils. This doesn't stack with demonic 
history 


You have advantage on history checks related 
to demons. This doesn't stack with devilish 
history 


Your presence makes people uneasy. You 


Intimidating have advantage on charisma checks to 
Presence intimidate people 


66-70 
Withering 
Touch 


71-75 
Infernal 
Claws 


76-80 True 
burning 
hands 


81-85 


Your prolonged touch withers normal plants 
& vegetation This can be negated with gloves 
Non magical vegetation will wither and die. 
Magical plants take 1d6 damage.This does 
not stack with True Burning hands & 
Hypothermic Touch 


Your fingers are treated as claws increasing 
the damage dice of your Unarmed strikes 
with your hands = 1d4 + Your strength 
modifier. 


Your prolonged touch inflicts points of fire 
damage due to your high body heat. This 
damage is = to your Con modifier + 
proficency bonus This can be negated if you 
wear any gloves.The target must make a Con 
Save = to 10 + your con mod If the Target 
Fails the saving throw they take full damage. 
If they succeed they take none. This does not 
stack with Withering Touch & Hypothermic 
Touch 


Your prolonged touch can inflict points of 


Hypthermic cold damage due to your cold body 


Touch 


temperature. This damage is = to your Con 
modifier + proficency bonus. This can be 
negated if you wear any gloves. The target 
must make a Con Save = to 10 + your con 
mod If the Target Fails the saving throw they 
take full damage. If they succeed they take 
none.This does not stack with Withering 
Touch & True Burning Hands 


86-90 Your Base AC is 12 + your Dex modifier 
Armoured 
Hide 


91 Vampire You have Sunlight Sensitivity 
weakness 


92 Unholy Holy water inflicts 1d6 damage to your skin. 
anatomy Unholy water heals for 1d6 


93 Druidic You cannot wear armour made of metal. 


skin 
94 Heretic Cannot enter "holy" areas 
Lineage 
95 You have immunity to bludgeoning, 


Lycanthrope piercing, and slashing damage from magical 

Immunites weapons that aren't silvered. This doesn't 
stack with the regeneration trait which can 
be gained at lvl 15. 


96-100 Your base speed decreases by 5ft. 
Decreased 
Stamina 


FEATS: 
BARBED HIDE (REVISED) 


Prequisite: Tiefling Increase your constitution or Strngth 
score by 1. You have retractable spikes all over yourself which 
you can retract or extrude. As a bonus action, you can cause 
small spikes to protrude all over your body or cause them to 
retract. At the start of each of your turns while the barbs are 
out, you deal 1d6 piercing damage to any creature grappling 
you or any creature grappled by you. 

When you use your spikes the creature who is grappeled by 
you has disadvantage on escaping the grapple. 


INFERNAL CONSTITUTION (REVISED) 

Prerequisite: Tiefling You may select 2 more resistances 
from the resistances table on page 4 you can only take this 
feat once in addition you also get advantage on saving throws 
and conditions from that source of damage. 


ADDITIONAL VARIED HISTORY 

Prequisite Tiefling Increase Constitution,Strength or 
Dexterity by 1. You May select am additional varied history 
trait you have not already taken from a list you would have 
access too. unlike when you earn them normally you do not 
have to roll the side effect table for this trait. This feat can 
only be taken twice. 


FIENDISH MAGIC 

Prerequisite Spellcaster: You can add your Spellcasting 
ability modifier to all your spells that deal damage or have a 
saving throw of 1st level or higher if you do not allready add 
your spellcasting mod. 
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MADE WITH HOMEBREWERY 
https://homebrewery.naturalcrit.com/. 
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CHANGELOG 


VERSION 1: 
Product was released 


VERSION 2: 
Added racial feats 


